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The Objective of ruthiess.com 


Tom Clancy’s ruthless.com is a game of economic growth 
and vicious business strategy set in the computer software 
industry. In this world of high finance, brutal Corporate 
raiding and dirty tricks, anything goes and anything can 
happen. You are the new CEO of a computer Corporation. It 
is your job to take your Corporation to the top of the 
Corporate world by fair means or by foul. Your Corporate 
empire must expand ruthlessly and continually if you are 
going to survive in this cutthroat world. 


Your Corporation will grow to become a network of large 
and small Buildings, all with the aim of growing strong 
enough to weather the attacks of enemy Corporations. Your 
Buildings will be made up of nine different types of 
Departments in various quantities. These will be explained 
in later pages in this manual. 


While ruthless.com features real business principles, the 
representation in the game is much more abstract. Your 
Buildings and your Corporation are represented by build- 
ings placed on an isometric grid. Each tile on the grid repre- 
sents a small share of the entire computer software market. 
Your buildings control those shares of the market in their 
immediate area. Each Department in a Building is repre- 
sented as a story in the building. At your disposal are three 
basic commodities: Cash, Computer Points and Legal 

- Points. Legal Points are used to conduct a variety of Legal 
activities in the game. Computer Points are used to hack into enemy 
Corporations and protect yourself from similar activities from your enemies. 
Cash is used for everything else—from building up your Building to hiring 
new Executives to bribing the leaders of enemy Corporations. 


Quickstart 


Tom Clancy’s ruthless.com is a complex game. It is not difficult to play once 
you understand its intricacies, but that understanding may take some time. 
Reading the manual is highly recommended. Should you wish to leap right in, 
however, do the following. 
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Installing ruthless.com 


Insert the ruthless.com CD-ROM into your drive. Use Explorer to look at the 
contents of the CD-ROM. Double-click on the Setup file. You will be led 


through the installation process. 
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Playing the game 
After viewing the opening ani- 
mations, you will advance to 
the ruthless.com Main Screen. 
From here, select the Credits 
and view all the fine people 
who made this game possible. 


Then, select Scenario. Choose 
the Empire Building Scenario 
and click Proceed. The next 
screen is the CEO selection 
screen. Select an Executive 
whose Traits sound exciting to 
you, and click Proceed. On the 
Corporate Setup Screen, select 
the Clear All button to clear all 
your preset Departments. Then, 
place an R&D Department in 
your HQ by clicking on the 
Department slots above the 
Admin and selecting R&D from 
the list. Now place 3 Products 
in Building | using the same 
process, and then click Proceed. 


\ at You are shown a small swath of 


In the Empire building scenario, 
acquisition is critical. 


colored territory upon which to 
place your first two Buildings. 


Place your HQ Building near the center of the market, and then place your other 


Building right next to it. 
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You’re now in Empire Building. The object of the Scenario is to own as many 
Departments as possible by the end of the game, so you’|l want to build an 
Acquisitions Department soon while building your own little Product empire. 
Moving your mouse over most screen elements will summon help text on the 
main screen, which in conjunction with the manual references should allow you 
to play the game. 


When you're ready to understand the depths of the game, you can return to 
the manual. 


Tutorial 


The purpose of the Tutorial is to ease you into the interface and the way ruth- 
less.com displays information. The Tutorial provides you with a pre-set position 
in one of the Scenarios. This guide will walk you through analyzing that posi- 
tion, gathering basic information, and issuing a few turns of orders. 


To access the Tutorial, run ruthless.com and select the Tutorial option from the 
main menu. This will load the Tutorial saved game. 


In this game, you are the Tutorial Software Corporation, in purple; you occupy 
the lower right of the market. The Tutorial is taken from the regular Scenario 
Strike It Rich, so you have five competitors in the market to deal with. Don’t 
worry about them for the moment. 


First, examine your own Corporation. You have two Buildings. Click on the 
smaller one. The star indicates that this is your Headquarters. Look in the lower 
right hand corner of the screen; the panel there shows the contents of the 
Building you clicked on. In this case, it shows that the Building contains an 
Admin Department, and your CEO, Stuart. Click on her face. The right panel 
changes to show her skill set, which right now is Banker. Placing your mouse 
over the words in the panel causes Help Text to appear just below the market; 
you can see the effect that her Banker skill has. 


Now click on the other purple Building (TUT1). When you click on it, you can 
see that it contains 4 Products. At the same time, the purple area around the 
Building highlights. That indicates that the Building you have selected controls 
those market tiles. This highlighting also indicates that your neighbors are con- 
trolling ten tiles that you could be controlling: Orange and Red have 5 each. 
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Understanding how to control and keep tiles is the most fundamental knowledge 
you need in ruthless.com. Look at the Building and the area you have selected. 
You have 4 Products in that Building, so the area you attempt to control is a 4- 
tile radius around that Building. 
Each of your neighbors have a 
2-tile radius around their 
Buildings, indicating that there 
are 2 Products in that Building. 


But why are you losing those 
ten tiles? The answer is Quality. 
It is not enough just to make a 
Product. If there is competition 
for a market tile, the Products 
with the highest Quality will 
control the square. Your neigh- 
bor’s Product Radius overlaps 
yours, so the Quality is com- 
You’re in a strong position to begin with, pared to see who wins. There 
but let's make it stronger. are two ways to discover the 
Quality of Products. You can 
click directly on the tile in question and view the information in the right panel, 
or you can click on the Building and see the Quality in the upper right of the 
right panel. In this case, your and all the neighbor’s Quality is the same: 400. 
They are winning those tiles because in the case of a tie, the tiles belong to the 
nearest Building. 


Why is market control so important? That’s how you get Cash. For every tile 
you own, you receive 100 Cash between every turn. If you examine the right 
panel of your larger Building, you’ll see that the Cash Flow reads 3100. Since 
you currently control 29 tiles, you expect to receive 3100 Cash from this 
Building next turn. Of course, you'll spend 325 of that on your HQ Admin and 
CEO. 


Enough looking around. It’s time to issue some Orders. Orders are how you 
affect the world of ruthless.com. Click back on either of your Buildings. To the 
left of your CEO’s portrait are two buttons. Click on the one marked Orders. 
This will replace the entire bottom portion of the screen with the Orders. 
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Every turn, you will issue Orders using your Executives. You can only issue the 
Orders for which you have the Corporate resources. The Orders are divided into 
categories based upon which Departments are needed to implement them. Right 
now, the only categories you have available are Corporate (which are always 
available) and Admin. You can’t access any of the other Orders until you have 
the built the appropriate Departments. 


Right now, you need to build those Departments. You critically need an R&D 
Department; without one the Quality of your Products will decline every Turn. 
Click on the Build New R&D button. You will be prompted to select the build- 
ing you want to build the new Department in; select the HQ. The check box at 
the right of the screen will highlight; click it to confirm the Order. 


Since you have given an Order, an Animation will appear to confirm and remind 
you. In this case, you will see scaffolding rise around the Building. Almost every 
order in the game has an associated Animation. 


Your CEO can give two Orders per turn. Let’s go ahead and dig deep to make an 
impact. Click on the Build New Marketing button. Again, place it in your HQ, 
and click on the check to confirm. 


Since you have given all your Orders, the proceed menu appear. You’Il see 
Stuart again, and both Orders you gave her along with their costs. 5000 Cash? 
Ouch! This will be an expensive Turn. Click on the Submit Orders button to 
give the computer your Turn. 


You are now between Turns. All the other Corporations have also submitted their 
Orders, and all of them are being processed at the same time. Between each Turn 
you will see a Headlines screen detailing the big news stories from last Turn. 
You can read the stories by clicking on the Headlines at the upper left. When 
you are finished with the screen, click Proceed. 


Now you are returned to the market. First, though, you are presented with the 
Executive Results dialog. This recaps the previous Turn’s Orders, along with dis- 
playing the results of that order. For you, the dialog should display a check mark 
by both the Build entries, indicating that the Orders were a success. Dismiss the 
dialog by clicking the Close button. 


Now you see a host of animations, including your scaffolding coming down. 
Look at all the Buildings on the market. Some of them will have small white 
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icons underneath them. These are visual cues that the Building was affected by 
something in the previous turn; each one corresponds to a Layer icon on the 
right sidebar. 


Well, good news: you have recaptured the ten tiles you were losing before. 
Why? Your Quality has become 800. Your new R&D Department stopped the 
natural decay of the Products, and your Marketing Department doubled that 
Quality. Green’s Quality dropped to 360, and Orange only rose to 720. Since 
your 800 beats all those, you gain the tiles. Confused? You can skip down to the 
Quality section of the manual later for some exhaustive examples of how 
Quality works. 


Let’s hang onto those tiles. Issue another Build New Marketing Order, placing 
the new Department also in the HQ. Now let’s expand the empire by adding 
another Product. First, though, you’ Il need an Idea. Click on the R&D Order set, 
and then Create Idea. You will be prompted to select the R&D Department to 
create the Idea; do so by clicking on the HQ Building and then on the R&D 
Department in the right panel. Using the R&D Department for another Order 
will keep it from preventing the Quality drop next Turn, but for an Idea, it’s 
worth it. 


Now that you have confirmed your second Order, the Executive Summary dialog 
will automatically appear again. Go ahead and submit your Orders. 


That’s how simple it is to play ruthless.com. Examine the rest of the manual for 
the details of how things work, but you can also wing it using the Help Text and 
your ruthless instincts. Soon, you’! want to build one of the nastier Departments 
(like Legal, Security or Hacking) and dig into your opponents. Go ahead and 
play through the rest of the Scenario; it will end after 20 Turns, with the winner 
being the Corporation with the most Cash—so watch those Costs! 


Starting a Game 


To start a single player game of ruthless.com, you must first decide whether to 
play a Scenario game or a Campaign game. 


Scenario 


Scenarios are the heart of ruthless.com. Each of the six scenarios provides a fun- 
damentally different situation to challenge your Corporation. Each focuses on a 
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different possibility and a dif- 
ferent aspect of the game, often 
using special rules to do so. 
Each pits large and powerful 
established Corporations 
against each other (some more 
than others). An experienced 
player can finish a scenario in ke It Ric Re 
about an hour. © ~The Duel ‘alee sean ta 


orations plus EvilSoft. Each player's 
No 


S wit U Uepas 3 
a Stock Value of 30, and a Level 3 


Campaign 

Campaign mode can be seen as 
a single unlimited Scenario. 
Instead of starting a Scenario 
just as hostilities commence with powerful foes, Campaign mode allows you to 
start-up and build a Building and (hopefully) grow it into a huge Corporation. In 
a Campaign game, you start with a small Building containing only 3 
Departments. You are, however, alone on the map. As the game progresses, new 
start-up Buildings appear and grow, turning into full Corporations to compete 
with you. Rather than the 
shorter, focused game of the 
individual scenarios, the 
Campaign is much longer. 
There is no turn limit to the 


CANCEL 


The scenario selection screen 


Campaign game. You lose if stevens lone Cegaratin ir aaa aavket 
- . with no competition~~at first. 
your Corporation is taken over 
. ° One corporation. It begins with 3 
or destroyed. You win if you Deprtentsn | Comany Steck whe 


gain a 75% share of the market, pcos 
and can hold that market share > | wil huge its 
for four turns. In the Campaign 
game, the size of the market 


r wins if the player corporatian 
ft 


will grow and shrink based ee sine Pere she cols 

upon how much it is being | ee < 

Resid: SE STRUG E  t O S This ruthless.com campaign is 
ae ae pen Lae Soe Oe the ultimate challenge. 


207. It will never shrink below 
49 tiles. 
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Game Parameters 


Control the Yur first task is, of course, to select which 

length and ruthless.com game to play. If you choose Campaign, 

difficulty of there is no need to select a Scenario; however, if you 
choose Scenario or Multiplayer games, you will need 


the game 
& to select a Scenario. 


with these 

options. The individual Scenarios can be viewed by clicking on 
CANCEL the Scenario name at left. Information about the 

PROCEI Scenario appears in the center box, including the setup 
and goals of the Scenario. 


On the right side of the screen are three settings for the game. The first setting, 
Length, controls how long the game lasts. A Short game is 20 Turns long, a 
Medium is 40, and a Long game is 60 Turns long. Two of the Scenarios (Duel 
and Armageddon) do not have variable lengths. 


The second setting controls the strength of the Artificial Intelligences that con- 
trol all the non-Human players. The novice level of AI will make poor decisions, 
will keep bad ideas, and begins going bankrupt at only -2,500 Cash. The inter- 
mediate AI will make average decisions, will get rid of bad ideas, and can go as 
far as 5,000 Cash into debt before bankruptcy strikes. The expert AI will make 
good decisions and will implement good ideas, and can go down to -10,000 
Cash before bankruptcy occurs. 


The third setting controls the difficulty level for all the Human players. The 
game difficulty deals with the debt you are allowed to carry before bankruptcy 
takes effect. In the easy level, you may incur debt up to 10,000 Cash, in the 
medium difficulty up to 5,000 Cash and in the hardest game, only up to 

2,900 Cash. 


CEO and Name Selection 


Your first in-game decision is the name of your Corporation. Feel free to name it 
anything within 20 characters. You must also select a three-letter abbreviation 
that will be used in the News Ticker and News Stories. If you have a default 
Corporate Name and Ticker Name set in your Preferences, they will appear here 
every time; you can change them whenever you like. 
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Your next decision is the choice 
of a CEO to lead your 
Corporation. Each of the poten- 
tial CEOs and other Executives 
you may hire in the game has 
one or more Traits that will 
affect how they are able to con- 
duct business in the game. 


{whi 


You will initially be presented 
with three potential CEOs. A 
list of their Traits appears 
alongside a specific Executive. 


If you like the combination, , — 
select that CEO by clicking the Select the executive that offers the best skills 


Select button. If you like the for the scenario you wish to play. 

Trait set, but do not like that 

particular CEO, use the arrows at left of the Portrait to cycle through the 6 possi- 
ble Executives. If you do not like any of the selections at all, use the More 
Executives button to view three more candidates. 


When all the selections on this 
screen are to your liking, click 
the Proceed button. 


Corporate Setup 


Now comes the most critical 
portion of the setup for the 
game. Depending upon the 
Scenario, you have from 3 to 20 
Departments to distribute 
between | to 5 Buildings. You 
may choose any of the 9 
Departments at this time, free 
of any charge. However, you 


Determining your starting departments often 
will give you a head start in taking over. 
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must take care to create a Corporation that can survive long enough to launch all 
the attacks you have planned. 


A series of four buttons makes this process easier. You can select Conservative, 
Normal, or Aggressive setups at any time; these buttons will randomly build a 
Corporation along those lines. A Conservative setup will have virtually no offen- 
sive (or defensive!) Departments, while an Aggressive one will have an 
unhealthy number of them. Clear All, of course, merely clears all the 
Departments so that you may start from scratch. A Help button brings up a dia- 
logue that details what each Department type does; for more information, see the 
Details section of this Manual. 


As you create your Corporation, you will see the numbers to the right increase 
as you add each Department. These numbers are the total Upkeep you will pay 
on those Departments every Turn; there is a Corporate-wide Upkeep total on the 
left under the CEO’s portrait. The Upkeep on some Departments changes based 
upon the number of that type of Department in a Building; again, see the Details 
for more information. 


The other choice made on this screen is the look and feel of your Corporation. 
There are six ‘skins’ for Corporations to use; each is built around a color and a 
theme. You can cycle through the six skins by using the Next Skin button. If you 
have a favorite Skin selected in 
the Preferences screen, it will 
automatically be the first selec- 
tion. 


When you are satisfied with the 
selections you have made, click 
the Proceed button. 


Building 
Placement 


The final phase of starting the 
me game is Building Placement. A 
== portion of the Market appears 
in your color; you may place 
your Buildings in turn any- 


You can ape nee your building anywhere 
in the highlighted area. 
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The Main Screen 


where within this area. As you place the second Building, it will connect itself to 
the first with a Network line. The third and any subsequent Buildings will con- 
nect themselves to the nearest Building. 


When all of your Buildings have been placed, the game begins. 


The Main o 
Screen ; 


At first, the amount of informa- 
tion available to you as you 
look at the main screen of ruth- 
less.com can seem a little over- 
whelming. Each piece of infor- 
mation is important to your 
ability to assess your position 
and those of other Buildings 
and Corporations. 
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News Ticker The game screen conveys a lot of information. 
Along the top of the screen is a running ticker of the stock prices of your 
Corporation and those of the other Corporations in the game. The stock price of 
your Corporation is affected by a number of variables in the game. A high stock 
price ($100 is the maximum) 
indicates a healthy, Productive 
Building, and an increasing Keep track of stock prices with the news ticker. 
stock price is a sign that the 

Building is moving in the right direction. Low and declining stock prices indi- 
cate the opposite—that the Corporation is undergoing some problems and may 
be in trouble. Minor fluctuations are normal, so don’t worry if your stock price 
drops on a turn or two. However, consistent declines in stock price are some- 
thing to take note of. 


Additionally, the top Headlines of the previous Turn are repeated here. 
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The Main Screen 


Your Buildings and those of 
other Buildings are pictured on 
the screen as buildings. 
Buildings in a given network 
are connected to each other by a 
network of lines that link them 
together. In most games, there 
will be two kinds of 
Buildings—those that are a part 
of a Corporation, and those that 


6) 


The main area of the screen is where you 
will see the results of your actions. are not, called Start-ups. Start- 

up Buildings are brown, and 

have no Corporate Headquarters or stock price. Buildings that are a part of an 


enemy Corporation are of a different color, and are connected by a network to 
other Buildings of the same color. 


The grid that these buildings sit upon is a representation of the market. A 
Building that contains Products will project a Product Radius onto the market; 
for example, a Building with 3 Products in it will have a Product Radius of three 
Squares. This radius is displayed by clicking on the Building. 


Of course, Products often overlap. Only one Product can control any one tile, 
however. The winning Product is the one with the highest Quality; the Product 
Quality can be displayed by clicking on the Building or on the tile itself. 


Every Turn, each Corporation receive 100 Cash for each market tile it controls 
with Products. 


The Sidebar 


ruthless.com is a game that contains a tremendous amount of 


Use the information. To make it easier to process this information, 
layers to different aspects of the game have been broken down into 
access Layers. For instance, all of the Lawsuits can be viewed in 
specific the Legal Layer, while the effects of a Data Bomb can be 


information. seen in the Computer Layer. The different Layers are repre- 
sented along the right side of the screen in a sidebar. The dif- 
ferent layers are: 


The Main -Screet 


\ 
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Corporate: This button offers information about your Buildings and the 
other Buildings in the game. Clicking here will show you Building 
growth or Downsizing and other Corporate information. 


Legal: This button gives information about the Legal strength of your 
Buildings and rival Buildings as well as any current Legal actions being 
taken. Click here to view Lawsuits and Lawyer Bloat. 


Security: Clicking on this button shows your level of security from 
Criminal activities as well as any Criminal activities you have Ordered. 
Firebombing, Assassination, Kidnapping and other Criminal activities are 
visible in this Layer. 


Computer: This shows the level of computer security and hacking infor- 
mation you have received to date. Firewalls, Viruses, and Data Bombs 
can be seen on this Layer. 


Deals: This bottom button shows the current level of deals in progress in 
the game, including the hostile takeover actions currently being 
attempted. This button allows you to view all the deals you have signed, 
as well as all the outstanding deals that have been offered to you. You 
may also offer a deal to another Corporation here; see below for more 
information about Deals. 


Proceed: This button shows you an Executive Summary which lists all 
your Executives and shows the Orders they have given this turn. This 
Summary automatically appears when you have issued all available 
Orders to your Executives. After viewing the Summary, you may Submit 
your Turn so that the game progresses. 


On each turn, you may notice a series of small icons at the foot of some of the 
buildings on the main game screen. These icons indicate that something hap- 
pened at that building on the last turn. These icons correspond to the icons on 
the sidebar, so a small briefcase at the foot of a building indicates that something 
happened at the corporate level in that building (a new department added, for 
instance). When a deal is being offered to you, the Deals icon on the sidebar 
will flash. 
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The Information 
Boxes 


meniraiaie | Along the bottom of the screen 
Information summaries make it easier are several boxes of important 
to keep track of your corporation. information regarding your 
Corporation. On the far left, 
you will see the name of your Building. Directly beneath this is an overview of 
your Corporate position in the market. The number of ideas and Prospects you 
currently have, your current stock value, your share of the market, Cash on 
hand, and Upkeep for your entire Corporation is listed here. 


To the right of this is the summary of your Executives. Clicking on one of your 
Buildings that houses an Executives will show you that Executive’s name, cur- 
rent level, and current number of experience points. You can also access the 
Corporate Report and Orders menus from here. 


On the far right is the game information box. If you click on any Building or 
market share tile on the screen, the information about that tile or Building will 
be shown here. The information here differs depending upon which Layer you 
are viewing. In the Corporate Layer, you can view the Departments and Cash 
Flow of friendly Buildings, and any Buildings whose contents are Known 
(through use of Due Diligence, Case, and Scope Orders). In the Legal Layer, the 
number of Legal Points in each Building are displayed here, as well as the 
amount of Legal Defense you have against other Corporations. In the Security 
Layer, the local Defense percentage of that Building is shown, plus the total 
Hush Money being paid, and any Blackmail being paid. In the Computer Layer, 
the Firewall Strength of the Building is visible, as well as any Passwords you 
may have Stolen from other Corporations. 


Clicking on an open market share tile shows the Base Quality of the Product(s) 
that control that tile. 


Playing the Game 


Game Basics 


ruthless.com is a simultaneous turn-based game. Each turn, the players examine 
their current Corporation and decide what they need to do to dominate the 
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market. To effect these changes, 
each Executive the player con- 
trols may give one or more 
Orders to change their | ee OS es 
Corporation or attack others. | : ee Oe es eS 
After all players have given | ee 
their Orders for the Turn, the | hssee ss : 4 ig, hh BE 
computer gathers and resolves | Ne ee 
all the Orders. The players then 
receive their Results from the 
previous Turn and consider the 
issues anew. 
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ruthless.com is a game of 
empire building combined with 
resource management. The 
empire you build is very obvious: big Buildings commanding brightly colored 
squares. The true resource you are managing is less obvious. Sure, you have 
Cash and other numbers to manage, but the most important resource, the one 
you never ever have enough of, is Executive Orders. There are 70 Orders that 
can be given, every Turn. Choosing which of those Orders to use is where the 
true strategy lies in ruthless.com. 


Giving orders is the heart of ruthless.com 


Every Turn, you will give Executive Orders (even if you choose to do nothing). 
Once you have submitted those Orders, you may see an Idea Bidding Phase, and 
possibly a Company Bidding Phase. After those optional steps, you will see a 
Headlines screen that will inform you of the major events of the Turn. Finally, 
you will see an Executive Results Dialog that will show you every Order of the 
previous turn, and whether they succeeded or failed. 


Sound complicated? It’s not. The game will lead you through each step simply 
and easily. 


Gathering Information 


Using the Corporate Report button, you can check out your position in relation 
to the other Corporations in the game. Click on the “Corp Report” button in the 
middle of the lower bar of information. This will show you your current position 
in terms of Income, Cash, stock price, expenses, number of Departments and 
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The corp report Stuns will sin your 
position relative to the other corporations. 


more. Additionally, it will show 
the change between your 
Corporation’s position on the 
last turn in relation to where 
you stand now. You can get the 
same information about the 
other Corporations by clicking 
on one of their buildings while 
viewing the Corporate Reports. 


In the bottom right corner of the 
screen, there are two additional 
review buttons. The graph but- 
ton takes you to the graph 
screen. Here you can see a turn- 
by-turn analysis of your 
Corporation and the enemy 


Corporations in terms of Cash, Computer, Legal, and Security Points, expenses, 


income and number of Departments. 


If you click on the History button while the cursor is on a building, you can see 
the turn-by-turn history of that building, including new Departments added or 


The right order can set you up to destroy an 
enemy corporation 


Downsized. Clicking on an 
Executive and then the History 
button will reveal a list of all 
the Orders an Executive has 
given. 


Refer to the Main Screen sec- 
tion above to learn more about 
how ruthless.com displays 
information. 


Giving Orders 


After you’ ve looked over the 
position of your Corporation in 
relation to the others in the 
game, it’s time to issue the 
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Orders for your current turn. To 
issue Orders, select one of your 
Buildings with an Executive Se ad | + = 
and click on the “Orders” but- [ge) CIP gene 2 C) 
ton located just above the goa ES ; 
“Corp Report” button. 


Clicking on the Orders button i 
takes you to the Orders Menu. Mee | a 
Every type of Department con- eS: an 
trolled by that Executives will 
be highlighted. For instance, an 
Executives who controls an 
R&D, Admin, Marketing and initinieccipamaaaateaat saint 
Security Departments will see This summary recaps the orders 
these four buttons highlighted. you have issued. 

To issue an Order from one of 

these Departments, click on the appropriate menu to see those that are available 
to you. 


After you have issued an Order, you will be returned to the Orders Menu. Click 
on another Building with an Executives to issue further Orders. 


When you have finished issuing Orders, you will be taken to the Executive 
Summary Dialog, which can also be accessed using the Proceed button along the 
right sidebar of the screen. This will show you all of the Orders you have issued 
with each of your Executives. 


In addition, this screen has several other options available. The Headlines button 
shows you the important Headlines from the current turn; see below for more 
information on the Headlines. The Last Turn button shows you the actions your 
Executives took on the preceding turn. The Close button takes you back to the 
main game screen, allowing you to continue viewing enemy Buildings and issue 
additional Orders. Finally, the Submit button indicates that you are finished with 
your turn and are ready to proceed to the next turn. 


Corporate Operations 
But what Orders should you give? How do you keep your Corporation alive, 
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Products are the heart of your company. 


much less profitable? 
Here’s a primer. 


Cash Flow 


Cash is the lifeblood of the 
Corporation. Without it, you 
can issue few Orders, and will 
eventually lose everything. But 
how to you get it and keep it? 


The only constant way to get 
Cash is to sell Products. Every 
Turn, every market tile under 
your control (in your color) 


generates 100 Cash. That Cash 
flows into the Building that 


contains the Products, which uses it to pay off any Upkeep of other Departments 
in that Building. The remaining Cash then flows up the Corporate Network to 
that Building’s parent, who uses it to satisfy its Upkeep and then passes it up. 
Eventually, after all the Upkeeps are subtracted, the remaining Cash pools in the 
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Clicking on a market share tile will show the 


quality of the products that control that tile. 


Corporate HQ. In practice, you 
need worry only about control- 
ling tiles to gain Cash, and 
making sure that your Income 
exceeds your Expenses. 


How do you control tiles if 
more than one Building is pro- 
jecting a Product upon them? 
That is the most central struggle 
of the game—the struggle 

of Quality. 


Quality 

Every Building in the game 
with Products has Quality. That 
Quality is placed into every tile 
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Playing the game - 
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within that Building’s Product Radius. Each Turn, the tile is won by the Building 
with the highest Quality. 


A Product begins with 100 Quality. These are added together in the case of a 
Building with more than one Department., so that a Building with 6 Products 
begins with 600 Quality. 


Every Turn, the Quality of each Product declines by 10. A Building with a single 
Product with a Quality of 100 would thus become 90. That Building with 6 
Products and 600 Quality becomes 540. 


Every new Product added to the Building raises the Quality by 100. 


However (here’s where it gets complicated): each R&D Department adds 10 to 
the Products it is attached to, every Turn. So if you start a Building with 5 
Products and an R&D, the Quality would start at 500 and never change. 


That R&D Bonus is for each R&D. So a Building with 4 Products and 2 R&Ds 
starts at 400, but will gain 40 Quality every Turn (400 - 40 + 80). QA Labs in 
the Building do the same thing, only they add 5 each Turn. 


That’s how Base Quality is calculated. But that’s not all. 


Now we throw Marketing into the mix. Every Marketing Department that affects 
a Building doubles that Base Quality. So a Building with 3 Products, an R&D, 
and 2 Marketing Departments has a Quality of [(300 - 30 + 30) * 2 * 2] =1200. 


Got all that? Probably not. Here are nine specific examples. 


Example 1: A Company has three Products. The base Quality for the Products at 
this Company is 300—100 for each Product. Each turn, this Quality for each 
Product will drop by 10, so on the next turn, the Company’s Products will have 
a Quality of 270. 


Example 2: A Company has two Products and an R & D Department. The two 
Products give this Company a base Quality of 200. The R & D Department can- 
cels out the turn-by-turn degrading of the Products, so on future turns, the 
Products from this Company will continue to have a Quality of 200. 


Example 3: A Company has four Products and a Marketing Department. With 
four Products, the base Quality for this Company is 400. The presence of the 
Marketing Department doubles this, making an effective Quality of 800. 
However, the turn-by-turn degradation of the Products will continue. On the next 
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turn, Base Quality will drop to 360, and effective Quality (base doubled, thanks 
to the Marketing Department) will be 720. 


Example 4: A Company has 
| three Products and two R & D 
Departments. Base Quality for 
this Company is 300. One of 
the R & D Departments will 
cancel the normal degradation 
of the Products. The second R 
& D Department will add 10 to 
the Quality of each Product. On 
the next turn, this Company’s 
sr ¢ a) ns Products will have a Quality of 
| 330. 


; 3 | Example 5: A Company has 

Marker hae are controlled by the products  ¢yy+ Products and anR & D 
with the highest quality. Department. The R & D 
Department has two QA labs. 

Base Quality here is 400 thanks to the four Products. The R & D Department 
handles the loss of Quality. The two QA labs each add 5 to the Quality of each 
Product, so all four of the Products will get a boost of 10 to their Quality. On the 
next turn, this Company’s Products will have a Quality of 440. 


Example 6: Company A has no Products, a Marketing Department and two R 
&D Departments. Its subsidiary, Company B, has three Products. The base 
Quality for Company B is 300 with its three Products. One of the R & D 
Departments from its parent Company will take care of the Quality loss. The 
other boosts the Quality of the three Products in Company B by 10 each turn, 
while the Marketing Department doubles the Quality. Right now, effective 
Quality is 600. On the next turn, base Quality will jump up by 30 (10 for each 
Product) and the Marketing Department will double this, for an effective Quality 
of 660. 


Example 7: Company A has no Products and a Marketing Department. Its sub- 
sidiary, Company B has three Products, a Marketing Department and an R & D 
Department. Base Quality here is 300. The R &D Department handles the degra- 
dation of the Products. Company B’s Marketing Department doubles this Quality 
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to 600, while the Marketing 3 
Department of Company A dou- | 
bles this again for an effective | 
Quality of 1200. 


Example 8: Company A has no 
Products, two Marketing 
Departments and an R & D 
Department with 2 QA Labs. 
Company B has four Products, 
a Marketing Department and an 
R & D Department with 2 QA 
Labs. Base quality is 400 for 
the four Products. The R &D in 


Company B prevents Product 
Quality loss, and the QA Labs of the Marketing and R&D Departments are 


‘boost this by 10 for each passes down to its subsidiaries. 


Product (5 per Lab, per 

Product). The R & D Department of Company A further increases Quality by 20 
per Product (10 for the additional R & D Department plus 5 for each QA lab) for 
a new Quality of 520. The three Marketing Departments double this three times, 
the first to 1040, the second to 2080 and the third to a whopping effective 
Quality of 4160. On each turn, base Quality for Company B will increase by 
120, and effective Quality by an incredible 960. On the next turn, Company B’s 
already astounding effective Quality will jump up to 5120. 


Example 9: Company A has two Products and an R & D Departments. Its sub- 
sidiary, Company B has three Products. Company A has a base Quality of 200, 
which will stay constant thanks to the R & D Department. Company B’s base 
Quality is 300. Since Company A has Products, the effects of this R & D 
Department will not travel down to Company B. On the next turn, Company B’s 
Products will degrade, for a base Quality of 270. 


The Stock Market 

Your stock price determines how expensive it is for another Corporation to pur- 
chase one of your Buildings. The higher your stock price, the more money it 
costs to buy the Building. Since a high stock price makes it much harder for 
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your competitors to steal your 
§ Buildings from beneath you, 
having a good stock price is 
important in protecting your 
assets. 


Stock price is controlled by a 
number of variables, not the 
least of which are Marketing 
actions, Scandals, Downsizing, 
Stock Buy Backs and the like. 
Additionally, four major factors 
affect the price of stock. 


Each turn, the Corporation with 
the highest market share gains 
10% on their stock price, while 
the Corporation with the small- 
est market share loses 10%. In the same way, the Corporation with the highest 
Cash reserve and the most Departments gains 10%, while the Corporation with 
the least Cash and fewest Departments loses 10%. Finally, a positive Cash flow 
adds 5% to stock price while a negative Cash flow reduces stock price by 10%. 


The stock ticker at the top of the screen is a 
good indicator of each company’s success. 


No Corporation can gain more than 20% in their stock price on any one turn. 


Debt and Bankruptcy 


All Corporations automatically borrow Cash if their supply runs low. This is rep- 
resented by a negative amount of Cash. There are no immediate ill effects of a 
Corporation must borrow Cash; no interest is charged. Of course, the 
Corporation will not be able to execute many of the Orders if it lacks the Cash 
necessary for them. The amount of debt a Corporation can accrue is governed by 
one of two settings. If the Corporation is run by a Human player, the Difficulty 
setting chosen during Scenario Setup determines that amount (10,000 Easy, 5000 
Medium, 2500 Hard). If the Corporation is run by an Artificial Intelligence (AI), 
the AI Difficulty setting chosen during Scenario Setup determines the amount 
(2500 Easy, 5000 Medium, 10,000 Hard). The Debt Limit of a Corporation can 
be viewed in the Corporate Report. 
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If a Corporation continues to 
lose Cash past its Debt Limit, it 
will enter Bankruptcy. One of 
its Buildings will be sold off to 
independent investors. The 
Corporation receives a sum of 
money from the sale, and the 
Building becomes a Start-Up. 


Which Building is sold depends 
upon two factors. The Building 
with the highest negative Cash 
Flow that is furthest from the 


Corporate HQ will be sold. No ™ 
Building with children in the It’s possible to operate with a little debt, but 


network will be sold; all chil- two much can run you out of business. 
dren must be sold first. 
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The Corporation receives a sum of Cash equal to the Worth of that Building, 
which is 100 * the number of Departments * the Stock Value of the Corporation. 
The Cash gained can thus range from 60,000 Cash to 500 Cash. 


If, however, a debt-ridden Corporation consists only of its HQ, a slow and 
painful ride into dissolution begins. Every Turn that the Corporation remains 
below its Debt Limit, the Department with the highest Upkeep is automatically 
Downsized. 


If this is not enough to reverse the downward spiral, the Corporation will 
Dissolve when its last Department is Downsized. This ends the game for that 
player. 


Bidding Phases 


Sometimes, economic opportunities occur between the regular Turns of a game. 
The most common of these Opportunities is the sale of Ideas by Start-ups, but a 
similar process occurs when a non-automatic offer is made on a Building. 
Neither Bidding Phase screen will appear if there are no items up for auction. 
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The Idea Bidding Phase 


The Start-ups that can litter the 
map in certain Scenarios try to 
survive by manufacturing Ideas 
for larger Corporations to use. 
Every Turn, there is a 25% 
chance for each Start-up with an 
R&D Department to create an 
Idea and offer it for Auction. 


When the Idea Bidding Screen 
appears, you will see the num- 
ber of Ideas for bid appear 
under the light bulb icon. This 
You can get a new product for cheap if yours number is of extreme impor- 
is the high bid. tance. Each Corporation simul- 
taneously and secretly uses the 

slider to indicate how much they are willing to pay for an Idea. After you have 
set the slider at the proper amount, click on the Submit button. When all 
Corporations have entered their bids, the results will be displayed. 


The highest bidder receives an Idea. If there are more Ideas on offer, then the 
next highest bidders in turn receive an Idea. In other words, if there are three 
Ideas for auction, then the top three bidders will receive an Idea. The winners of 
the auction are indicated by a Win Idea indicator on the left. 


In the case of a tied bid, the tie is broken using the statistics of the tied 
Corporations. The winner is the Corporation with the most Departments. If that 
number is also tied, the winner is determined by most Cash. Should that be a tie, 
the winner is determined by the highest Stock Value. 


Any Ideas that are not bought in the Idea Bidding Phase are returned to the 
Start-ups that created them. They will automatically be turned into Products by 
that Start-up. Thus, it is possible to affect the growth of the Start-up population 
by judicious Idea bidding. 


The Building Bidding Phase 


The standard operating procedure for a hostile takeover in ruthless.com is to bid 
an amount so high that the target has no choice but to agree. This is represented 


by offering more then twice the 
Cash amount that the 
Acquisition target is worth; see 
the Acquisition order for more 
details. 


However, there are cases where 
this procedure is not enough. 
Corporations may offer friendly 
takeovers in which they offer 
less than the automatic amount. 
Sometimes, more than one 
Corporation may make an auto- 
matic offer on a building. In 
these cases, the Building 
Bidding Phase occurs between 
turns. 


The owning company has the final decision of 
whether to sell or not. 


During the Building Bidding Phase, the owner of the Building can choose 
between the offers being made. That player will see an Accept Button by each of 
the Offers, and possibly a Reject Button. To accept an offer, that player selects 
that offer, and the Acquisition 
goes through. The Reject but- 
ton, not surprisingly, rejects 
the offer. 


If more than one Corporation 
has made an automatic offer on 
the Building, the Reject button 
will not appear, since the owner 
must accept one of the offers. 


MNS Stock Skyrockeis 


Headlines 


Between every Turn, you will 

see a Headlines Screen appear. 
This interlude is representative 
of the trade papers surrounding 
the industry; it clues you in on 


Each turn, the headlines tell you what the 
other corporations are doing. 
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the most important events of the turn like Lawsuits, Executive Deaths, etc. 


Also on this screen is the Ranking for the current Scenario. All the active 
Corporations are ranked according to the victory condition for that Scenario, so 
you can keep a close eye on your competitors and gauge what you need to do to 
reach the top. 


The Headlines Screen can be viewed again by clicking on the Proceed button 
from the Sidebar and selecting the Headlines option. 


Turn Results 


After the Headlines Screen is dismissed, you will return to the main playing 
screen. You will be greeted with the Executive Results Dialog. 


This Dialog looks similar to the 
Executive Summary Dialog that 
you used to Submit your Orders 
at the end of the Turn. It still 
shows the Portrait of all your 
Executives along with the 
Orders you gave them (and any 
Orders they issued with 
Initiative). However, it now 
shows you the success or 
failure of those Orders using 
one of five icons. 


| f [he most common result is a 
<= simple check. This indicates 
You'll see that actions your executives that the Order succeeded. In 
took at the start of every turn. fact, the majority of the Orders 
in the game cannot fail. 


An X indicates that the Order did indeed fail. This is most common for Criminal 
attacks that did not penetrate the enemy defenses, or Hacking attacks that did not 
penetrate the enemy Firewall. 


A ¥y indicates that the Executive refused to implement that Order. This troubling 
result indicates that that Executive has been Co-opted by the Corporation whom 
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he or she was ordered to attack. This can occur when that Executive has been 
Kidnapped, Bribed, or Blackmailed. There is no way to fix the Executive; you 
may Fire them, or use them for other Orders. 


The two remaining results only appear in response to Criminal Orders. The 
Check on a Full Background indicates a Brilliant Success; see the Criminal 
Order section in Details for more information. The X on a Full Background indi- 
cates a critical failure; again, see the Criminal Details for more information. Of 
course, by the time you see that result, you have likely read the Headline about 
your Corporation’s involvement in a Scandal. 


When you close the Results Dialog, you are back at the Main Screen, ready to 
play another Turn. 


Deals 


Your Corporation is, obviously, not alone in the Market. However, not all oppos- 
ing Corporations are necessarily enemies all the time. In fact, in a Scenario like 
Take Down Evilsoft, cooperation among the players is essential to their survival. 


To this end, ruthless.com pro- 
vides a very flexible and pow- 
erful diplomacy feature called 
Deals. You can construct virtu- 
ally any kind of interchange 
between players using it: trans- 
actions, nonaggression pacts, 
threats, and alliances. 


To construct a Deal, click on 
the Deals button in the Sidebar. 
The bottom section of the 
screen will reveal three panels. 
One shows incoming Offers; 
the middle shows Deals cur- _—w ‘ 

rently in force; and the right- Deals can help you get what you want 
most allows selection of a target or keep you safe. 
Corporation. Use that portion to 

select the Corporation you wish to make a Deal with, and click on the Check 
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button at right; the display will change to reveal the Deal Construction Interface. 


Think of a Deal as a single If-Then sentence. You say to the other Corporation 
“Tf I do this thing, the you will do this other thing.” The flexibility comes from 
the variety of option you can choose to offer. 


The top line of the Deal Construction Interface is the “If I” portion of the sen- 
tence, and the bottom line is the “then you” portion. When you enter the screen, 
the variables of the sentence are all waiting to be defined. To complete the Offer, 
you must fill in the blanks on both halves of the sentence. 


¢ The first blank is a Do/Do Not toggle. This selection determines whether you 
are offering to do, or offering not to do, the Action. 


The second blank is the Action. This selection determines what actual action 
you are offering to do or not do. Examples include Computer Attack, Transfer 
Cash, and Virus Sweep. 


The third blank is the target of the Action. You select who the items are trans- 
ferred to, or who the attacks are made against. 


The fourth blank is the amount blank. It is only used when the Action is a 
Transfer Action; it governs how much of the items are transferred. 


The fifth and final blank is the Length blank. It determines how long the Deal 
will (if accepted) last. 


That all seems rather complicated on paper, but in actual practice it’s quite sim- 
ple. Once you’re using the interface, you can quite easily construct Deals like: 


“Tf I do not Legal Attack you, then you will not Legal Attack me for 10 turns” 
“Tf I do not Computer Attack you, then you will Transfer me 1500 Cash” 

“Tf I Criminal Attack Evilsoft, then you will Transfer me 500 Computer Points” 
You get the picture. Click the Check button to send the Deal to the other Player. 


Once the Deal is received by the other Player, he, she, or it can consider it at 
leisure. Any incoming Offers appear in a list in the first screen of the Deal 
Interface, and the Deal can by viewed by clicking on the item in the list. 


The receiving player looks at the Deal in the same interface that Deals are con- 
structed in, except that the Send buttons on the right have been replaced with 
Response Buttons. We’ll tackle those in reverse order. 


The ““Never!” response declines the Offer in a very unfriendly fashion. 


The “Not Now” response declines the Offer, in a much more friendly way. 


The “Counteroffer’ response allows the recipient to enter the Interface and 
change the elements of the Deal, which will then be received again by the origi- 
nal party. The Deal can go back and forth an unlimited number of times until the 
parties agree. 


The “Contract” response accepts the Deal. Now both parties are in agreement. 
Any Transfer elements occur immediately, so don’t make a Deal offering to 
Transfer items you do not own. The remaining portions of the Deal must now be 
completed by the parties involved. 


If a Contract is broken by either party, the betrayed party has a Legal recourse. 
The betrayed Corporation immediately receives 1000 Legal Points against the 
dealbreaker’s HQ Building, and thus can immediately Sue (if they already have 
a Legal Department). 


One final note: if a Global Calamity is in town, like the Justice Department, the 
Mafia, or the Hacker Nation, you can try and cut Deals with them too. . . 


Preferences 


You can access several 
Preferences settings either from 
the Main Menu or from the 
Escape Menu within the game. 


The first Preference is the pre- 
ferred name and Ticker 
Abbreviation of your 
Corporation. If this preference 
is filled, every time you go to 
the CEO Selection screen, your 
preference will appear there. 
You can still change it on a 
game-by-game basis, but if 
you have a favorite name, oe 
place it here. Set up your preferences to suit your tastes 
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The second preference is the name you wish to appear as when playing 
Multiplayer. This is the identity you will have when chatting before a 
Multiplayer game, and on the Win screen of a Multiplayer game. If you intend to 
play Multiplayer, do change this preference. It’s embarrassing to show up to all 
your games as RuthlessPlayer. 


Your third preference is the skin you want as your default. In single-player play, 
you can still cycle through the skins on the Corporate Setup Screen if you like. 
In Multiplayer play, this is the skin that you will try to be (and if you’re the 
Creator, the skin you always will be). 


Two other options on this screen deal with sound. You may turn the sounds 
completely off, and you may use the slider to change the volume at which the 
sounds play. 


The final preference on this screen activates patterns on the tiles. A small but 
significant portion of players has some degree of color blindness. Those so 
affected may turn the Patterned Tiles on, which places a unique pattern on each 
color tile in order to make the differences clear. 


Artificial Intelligence 


When playing ruthless.com in single player mode, the other Corporations are 
controlled by Artificial Intelligences (AIs). These Als are in some ways the per- 
fect opponents: they never tire, never complain, and are always available in 
whatever numbers you require. 


It is important to note that, unlike many games of this type, the Als in 
ruthless.com do not have any special advantages over the player: no extra Cash, 
no special knowledge, no fudging of probability checks. In other words, the Al 
DOES NOT CHEAT, regardless of Scenario or difficulty setting. 


While the AI players all follow the same general thought process (generated by 
their fuzzy state machine), they have been divided into eight personalities in 
Order to provide variety as opponents. You can discover what type of AI you are 
facing by viewing the Corporate Report; their personality appears as Type. 


e Vindictive. These Als will always respond to any attack upon them with 
another attack, even if doing so is not wise. 
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¢ Bully. A Bully will never attack a Corporation stronger than they, but will mer- 
cilessly beat upon smaller opponents. 


¢ Conqueror. A Conqueror wants to Acquire other Buildings, often at the cost of 
everything else. 


¢ Diplomat. A Diplomat has the same average, everyday goals of total market 
domination as everyone else; but this AI will use Deals far more often to try 
and attain these goals. 


¢ Defender. To this AI, nothing matters as much as having a good defense. 
Against all threats, real or imagined. 


¢ Aggressive. If in doubt, this AI attacks its foes. If not in doubt, it attacks 
its foes. 


e Passive. This AI slowly and quietly grows a sweet, nurturing Corporation that 
respects itself and its market peers. In other words, it’s a ripe target. 


Every time you begin a game of ruthless, the AI Types are randomly selected 
and distributed among your foes. The exact probabilities, however, are modified 
by the AI Setting that was chosen; no Passives will appear in Expert, for exam- 
ple, but far more Aggressives and Conquerors will. 


Multiplayer 
Game 


While the AI opponents can 
provide hours of pleasure, noth- 
ing compares to the awesome \oadaleaiiiens . 
feeling of triumph you get from preorsersilii | Bak |) AlSetting 
utterly crushing another think- Strike lech 1 (fia 
ing, feeling human being. We ee 4 | 
have to sit down just thinking [a 
about it. 


Multiplayer: Empire Building 
| —_ > pe TUE herreeil ‘ 
Li Game Length 


Take Down) EvilSoft 


Difficulty 
Armageddon 


All you need is a modem, an 
Internet connection, and some 


method of finding other players. Chat with the other players before 
the game begins. 
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Connecting 


The easiest way to find other players is to use the free Internet matching services 
that support ruthless.com: ATT WorldNet (http://www.att.net), Microsoft’s 
Internet Gaming Zone (http://www.zone.com), and Mplayer 
(http://www.mplayer.com). You will find the client software for these free ser- 
vices on the ruthless.com CD-ROM. 


Each of these services has setup instructions on their site. 


Creating 


If you do not use these services, it will be necessary to contact other 
ruthless.com players through other means, such as ICQ, email, or Web forums 
such as Red Storm Entertainment (http://www.redstorm.com). 


To play a Multiplayer game, one player must act as the Creator, forming the 
game for all other players to join. Creating a game is fun, but it carries some 
important responsibilities. The network model used by ruthless.com connects all 
players to the Creator; the creator’s computer sends and receives all the game 
information to and from all the other player’s computers. It becomes the server 
in a client-server relationship. Therefore, it is best not to be the Creator of a 
game unless your computer is fast, and your Internet connection is both fast and 
stable. 


Creating a Multiplayer game is very simple: select Multiplayer from the Main 
Menu, and select Create Game. Immediately, the game is created. If your com- 
puter is part of a TCP/IP LAN, the game will automatically be published on that 
LAWN so that other LAN users can easily find you. 


If you plan to play other players from the Internet, it is important to know your 
IP address. This is a long digit string in the format XXX.XXX.XXX.XXX. 
Some Internet connections always use the same IP every time you log in; most, 
however, assign you a new IP address every time. You must know your IP 
address before you create the game, so that you can send that information to 
other players who intend to connect to you. 


Windows 95 provides a simple tool to discover what IP address your computer is 
currently using. First, connect your computer to the Internet. Then, activate the 
Windows 95 Start menu, and select the Run. . . option. In the Run window, type 
WINIPCFG. 
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A window will appear containing information about your IP Configuration. The 
important number right now is the number that appears after the title IP Address. 
Write this number down. That is the number you need to give other players so 
that they can connect to your computer to play ruthless.com. Remember: most 
Internet providers will change your IP address every time you connect, so you 
will need to follow this procedure every time. 


Joining a LAN Game 


If you know that another player has Created a Multiplayer game on a TCP/IP 
LAN that your computer is connected to, joining that game is easy. 


Select Multiplayer from the Main Menu, and then select Join Game. Make sure 
that the check in the upper right corner of the screen is set to LAN game, and 
then click on the Update button at the bottom of the screen. Your computer will 
search the LAN to find the game. When it has finished the search, it will display 
the games it found in the empty wells at the left of the screen. 


You can view each game by clicking on the name that appears at left. In the cen- 
ter window appears the current information of that game. 


Once you have selected the game you wish to join, click on the Join button at 
bottom right to join the game. 


Joining an Join Multiplay 


If you do not use the free 
Internet matching services, you 
can still join a game on the 
Internet, provided you have all 
the details you need first. If you 
know that another player has 
Created a Multiplayer game on 
the Internet, and the current IP 
address of that computer, join- 
ing that game is easy. 
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CANCEL 


Click on an address at left 
First, connect your computer to to see what’s in the game. 


the Internet. 
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Select Multiplayer from the Main Menu, and then select Join Game. Make sure 
that the check in the upper right corner of the screen is set to Internet game, 

and then type the IP address of the Creator’s computer into the box provided. 
Your computer will search that IP address to find the game. When it has 
finished the search, it will display the game it found in the empty wells at 

the left of the screen. 


You can view the game by clicking on the name that appears at left. In the center 
window appears the current information of that game. 


Once you have selected the game you wish to join, click on the Join button at 
bottom right to join the game. 


Playing 

A Multiplayer game of ruthless.com is very similar to the single player version. 
There are a few more restrictions, and a few more capabilities. These are 

listed here. 


Preferences 


Much of the Preferences screen is geared towards Multiplayer games. See the 
Preference section for full details. 


It is important to note that the Preferences are not absolute in Multiplayer play. 
For example, there can be only one Fire (red) skin in the game. If your 
Preferences are set to Fire, and you join a Multiplayer game where no other 
player is Fire, you are Fire for that game. However, if there is already a Fire in 
the game, you will be another skin. 


Scenario Selection 


After creating or joining a Multiplayer game, you will find yourself in the 
Scenario selection screen. The center box, however, which normally holds the 
Scenario information, is instead a chat screen. Click in the blue outlined space at 
the bottom of the box to chat with other players. If you wish to see the Scenario 
information, click the button at the bottom of the box; it will replace the chat 
with that information. Click the same button to return to Chat. 
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The purpose of this screen is to provide a place for the players to gather, and for 
the Creator to choose which Scenario will be played and what parameters will 
be used. 


If you are the Creator: You have the power to select what Scenario and what set- 
tings the game will use. Your choice of Scenario length, AI Difficulty, and 
Difficulty levels are binding upon all the players. You may choose to play any 
Scenario you wish, as long as the current number of players 
in the game does not exceed the maximum number of 
player Corporations in the game. For example, when a third 
person joins the game, the Duel option may no longer be 
selected. You can, however, choose to play a game if you 
have fewer than that number. If you select Take Down 
Evilsoft with only three human players, the other two posi- 
tions will be played by AIls—unless you have chosen the 
None AI setting, in which case only Human players will 
appear in the game. 


The game will begin whenever you click Start. 


If you are not the Creator: You may chat nicely with the 
other players and try to convince the creator to choose the 
setting you want. Your game begins when the Creator clicks 
Start. 


Timer and Traffic Lights 


In the single player game, you can take as much time as you 
like to submit your turn. In an online Multiplayer game, 
however, this is not fair to the other players. 


Each player submits his or her turn normally. (Any Als will 
quickly complete their orders.) However, when the next-to- 
last player submits Orders, the final remaining player will 
see a two-minute timer appear in the upper right corner of 
the screen. That player now has two minutes to submit 
orders; at the end of that period, the game will progress automatically. 


In the upper left corner of the screen are a series of colored squares that tell you 
which players have submitted their turns and which have not. These traffic 
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lights’ are in the colors of the Corporations. If a square is hollow, that player has 
not yet submitted Orders. When it fills with color, that player has submitted 
orders. 


CEO Selection 


Once the game has begun, the players will find themselves in the CEO selection 
screen as normal. However, many of the choices present in the single-player 
game are not present now. Each player must select between three CEOs, period. 
You may not change the portraits or the traits. This restriction is necessary to 
prevent duplication of Executives. 


Chat 


After entering the game itself, human players may Chat amongst themselves. 
The Chat Interface is accessed by clicking on the Chat button on the sidebar 
(half of the Deal button), or by typing ALT-C on the keyboard. 


The Chat interface replaces the entire bottom of the screen. Anything you type 
will appear in the very bottom of the screen; pressing Enter causes that to be 
broadcast to all other players. 


To exit Chat, either click on the Chat Button again, or type ALTI-C. 
The Chat interface automatically appears during the Bidding Phases. 


Player Disconnection 


Sadly, the Internet is not a stable network. While ruthless.com’s networking is 
very robust, it cannot correct for events like a player’s Internet connection drop- 
ping. 

In these cases, the player will be dropped from the game. The dropped player 
will see a dialog within the game indicating that the connection with the Creator 
has been lost. All other players will see a dialog indicating that a player has left 
the game, and the game will continue. The missing player’s Corporation will 
remain in the game, but will no longer issue any orders. 


However, if the Creator is the player who loses the connection, the game will 
end. All players will see a dialog indicating this. 
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Player Dissolution 


If a player loses the game before the game ends (either by Bankruptcy or by 
Absorption), he or she is not ejected from the game. Rather, they remain as an 
impartial observer; they can still chat and observe public activities for as long as 
the game continues. They can Quit at any time by using the ESC menu. Of 
course, if the Creator Quits, the game will come to an end. 


Details 


ruthless.com is a complex game. Here are all the details that you may need to 
fully understand the game. 


Executives 


Each Executive has a Name, an Experience 
Level, Experience Points, and one or more 
Traits. When an Executive is created, he or she [im 
receives a set amount of Traits based upon their [qm 
Level; Level 1 Executives may have | Trait, 
and possibly 1 Hidden Flaw. 


These Traits are: 


¢ Banker—An Executives with this Trait ree 
allows his or her Corporation to go twice as Each trait gives you 
far into debt as normal. This is cumulative— a special benefit. 
additional bankers allow you to go even fur- 
ther into debt. 


¢ Charming—An Executives with this Trait halves all damage to his or her 
Corporation suffered by Scandals. Like the Banker Trait, this is cumulative: 
every Executive in the Corporation that has this Trait reduces Scandal damage 
even further. 


¢ Connected—A connected Executives can commit criminal activities at a lower 
cost. The cost is reduced by 3% per level of the Executives. 


¢ Empowering—This attribute gives a 20% chance of giving initiative to the 
Executives under his or her control. 
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Frugal—A Frugal Executives can do much more with money than others. This 
Trait reduces all spending Orders coming from that Executives by 2% per 
level. 


Greedy—Greedy Executives are easier to bribe by other Corporations, and are 
much more likely to be hired away by other Corporations. 


Initiative—An Executives with this Trait has a 10% chance per level of exe- 
cuting an additional Order every turn. 


Lawyer—An Executives with this Trait increases the amount of Legal Points 
generated on each turn by 5% per level. 


Loyal—Loyal employers cannot be hired away by enemy Corporations. 


Ruthless—A ruthless Executives subtracts 3% per level for any costs involved 
with taking over another Building. 


Salesman—AIl Product sales under this Executive’s control are increased 2% 
per level of the Executive. 


Shady—Shady Executives add 5% per level to all criminal activities Ordered. 
Smart—Smart Executives gain 10% more experience tan their compatriots. 


Stalwart—Stalwart Executives are the opposite of ruthless ones. These 
Executives add 3% per level to all costs incurred in defending against a 
takeover. 


Talented—Talented Executives have a 40% chance to gain a new Trait each 
time they gain a new level. 


Whiz Kid—Whiz Kids are the computer equivalent of Shady Executives and 
Lawyers. These Executives add 5% per level to all Computer Points generated. 


Additionally, there are four hidden Traits, considered flaws. Each of these Traits, 
if discovered, can have disastrous effects on the continuing career of the 
Executives. The flaws are: 


e Fraud—An Executive discovered to have this Trait is immediately removed 


from the game. 


¢ Naughty—TIf this Trait is revealed, the Corporation loses 10% of its current 


stock value. 
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¢ Debauched—TIf this Trait is revealed, the Corporation loses 20% of its current 
stock value. 


¢ Felonious—If this Trait is revealed, the Corporation loses 30% of its current 
stock value. 


Hidden Traits can be revealed with the Investigate Executive Order. 


As your CEO and Executives issue Orders, they will gain experience. For each 
100 Cash an Executives spends, 100 Legal Points used or 100 Computer Points 
used, he or she gains an experience point. Exception: no Executive may gain 
more than 25 Experience points on any one Order. 


To gain a level, each Executives must accumulate in experience 10 times the 
level they are trying to reach. For example, for a level 6 Executives to reach 
level 7, he or she needs 70 experience points. Each time your Executives or 

CEO gain a level, they have a 25% chance to gain a new trait. 


Executive Salary 


Each Executives in your Corporation has a salary that is paid every turn. The 
beginning salary of each Executives is 100 Cash per Executives level. In situa- 
tions where an Executives is stolen from another Corporation, the stolen 
Executive’s salary will be higher. 


Buildings and 
Corporations 


A Building can be made up of 
as few as a single Department 
or as many as 6. As the | : ms 
Building makes more and more | 2 ee " 
money, it can add additional | . 3 
Departments. Corporations are 
made of one or more Buildings, 
all connected by a network. 
Each Building in the network 
can be controlled by another, 
and can in turn control up to 


The corporate networks will eventually cover 
the entire market. 
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three other Buildings. An Executives in the network can give Orders to any 
Department in any Building he or she is in or that is controlled by the Building 
he or she is housed in. 


A Corporation is limited to a maximum of 10 Buildings. 


Departments 


Each Building whether part of a Corporation or not is made up of Departments. 
As already mentioned, each Building consists of at least 1 Department and as 
many as 6 Departments in any combination. 


To fully understand the capabilities of your CEO and Executives, you must first 
understand the nature of the Departments. 


Product 


The first and only function of a Product Department is to generate Cash. Any 
Product covers the market share tiles around the Building, bringing in money. 
Every tile covered generates 100 Cash per turn. 


A single Product in a Building covers the tile that the building is on and the four 
tiles directly around the Building. For every additional Product Department in 
the Building, the radius is extended by one tile in every direction. All of the 
Cash generated by a Product is 
first used to pay the Upkeep 
cost of the Building and is then 
passed up the Corporate 
Network to the next Building 
above it. 


The initial Base Quality of a 
Building’s Product is 100. 
Every turn, this number is 
reduced by 10 (although it can 
be increased in other ways). If 
the Quality of the Products in a 
fee Building ever drops below 0, all 
the Product Departments are 
destroyed. Every time a new 
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Product is added to a Building, the Base Quality is increased by 100. 


There is no Upkeep cost for a Product Department. To create a Product, it is nec- 
essary to first have an Idea. 


IR&2[D) 
An R&D Department is used primarily to ensure the Quality of the Product 


Departments. Additionally, R&D Departments can be used to create the ideas for 
new Products. 


Each R&D Department that is 
not otherwise used in an 
Executives Order adds 10 to the 
Base Quality of that Building’s 
Products. In short, an R&D 
Department that is not used in 
an Executives Order will cancel 
the turn-by-turn degradation of 
the Base Quality of the 
Products in the same Building, 
while a second unused R&D 
Department will actually raise 


Base Quality.. An R&D - . ae = 
Department in a Building with- The small icon at the bottom right shows that 


out a Product Department these R&D departments have two OA labs. 
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passes this effect down to any 
Product Departments in Buildings it controls. 


R&D Departments can also be used to create an idea, which can be developed 
into Product Departments on subsequent turns. 


The Upkeep for an R&D Department is 150 Cash per turn, minus 15 Cash 
for each additional R&D Department in the Building. It costs 2,500 Cash 
to build the first R&D Department in a Building, and 1,000 Cash for each 
subsequent one. 
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Marketing 


Like R&D, the main function of Marketing is to affect the Base Quality of 
Products. Additionally, Marketing Departments can move Buildings on the 
Market, allowing them to take over new Market tiles. Any Corporation with four 
or more Marketing Departments has the ability to conduct other actions as well. 


A Marketing Department that is not otherwise used in an Executives Order dou- 

bles the Base Quality of the Products in the same Building. This is cumulative 

with all other Marketing Departments in the same Building: a Building with a 

Base Quality of 50 and two Marketing Departments, will have an Effective 

Quality of 200 (50 x2x2). As with R&D, this effect is passed along the 

Corporate Network to subsidiary Buildings if the Building with the Marketing 
Department does not have any Products. 


Marketing Departments can be used to reposition Buildings 
on the screen. The entire Building may be moved a single 
tile in any direction. 


Marketing Departments have an Upkeep cost of 150 Cash 
per turn, minus 15 Cash for every other Marketing 
Department in the Building. As with R&D Departments, 

1 it costs 2,500 Cash to build the first Marketing Department 
7 in a Building, and 1,000 Cash for every other one in the 

| same Building. 


Fluman Resources 


If you want to bring in additional Executives to allow you 
to undertake more actions on each turn, you first have to 
find them. That’s the basic function of your Human 
Resources Departments. These Departments can also be 
used to steal Executives from other Corporations. 


Conducting an Executive Search Order using a Human 
Resources Department will locate a single Executives that 
may be Hired on subsequent turns. This Executives is called 
a Prospect. Human Resource Departments that have located 
at least one Prospect, and that are in a Corporate Network 
with at least one empty Admin Department can hire a 
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Prospect, making him or her a new Executives in the Corporation. 


The Upkeep on a Human Resources Department is 125 Cash per turn. It costs 
1,000 Cash to build a new HR Department. 


Administration 

Administrative, or Admin Departments exist to house Executives in your 
Corporate structure. You must have an Admin Department to hire a new 
Executives. Each Executive in your Corporation requires his or her own Admin 
Department; true Executives require a large staff of coffee-fetchers, boot-lickers, 
and assorted other sycophants and hangers-on to function properly. No Building 
can possess more than one Admin Department. 


The Upkeep on an Admin Department is 125 Cash per turn, plus the salary of 
the Executives in that Department. It costs 2,000 Cash to build a new Admin 
Department. 


Acquisitions 

One of the necessary actions in the course of a game of ruthless.com is that of 
taking over other Buildings and other pieces of enemy Corporate structures. This 
is handled by your Acquisitions Departments. These Departments can also be 
used to view the Departmental make-up of Buildings that are a part of rival 
Corporations. 


The Upkeep on an Acquisitions Department is 250 Cash per turn. It costs 1,500 
Cash to build each Acquisitions Department. 


Legal 


While Buildings and Corporations run on Cash, it is lawyers who often make the 
business really run. To conduct any of the important and often necessary Legal 
actions you may want or have to take in the course of a game, you must have 
Legal Departments. Their primary function is to protect you and your 
Corporation from Legal problems. However, Legal Departments are also key for 
creating those same problems in the Buildings of your rivals. 


Every turn, a Legal Department generates 100 Legal points. These points are 
housed in the Building that contains that Legal Department. Any Executives who 
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controls a Building with a Legal Department that has stored Legal points can 
issue special Orders with this Department. 


The Upkeep on a Legal Department is 250 Cash per turn, minus 25 Cash for 
each additional Legal Department in the Building. Building a new Legal 
Department costs 2,500 Cash for the first one in any Building and 1,500 Cash 
for each additional one in the same Building. 


Security 

While your Legal Departments 
keep you safe and cause prob- 
lems for your enemies in the 
courtroom, your Security 
Departments are needed for pro- 
tection in the criminal world. 
Like Legal Departments, 
Security Departments can also 
be used to create problems for 
your enemies in a more subver- 
sive fashion. 


. ! Security Departments that are 
As this security department conducts more not used in an Executives Order 


criminal activities, the hush money it ona particular turn help protect 
requires will increase. their Building from criminal 


activities by other Corporations. 
Any Executives who controls a Security Department can command that 
Department to perpetrate a criminal act. 
Security Departments have an Upkeep of 250 Cash per turn, minus 25 for every 
other Security Department in the same Building. It costs 2,500 Cash to build the 


first Security Department in a Building and 1,500 Cash for every additional one 
in the same Building. 


Computer Core 


Where Legal Departments protect you in the court and Security Departments 
take a bite out of crime, Computer Cores are needed to protect the integrity of 
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your computers from hackers. Of course, since you are using your own hackers 
to create those protections, you can also instruct them to hack into the networks 
of rival Corporations. 


Every turn, a Computer Core generates 100 Computer Points. Like Legal Points, 
these are stored in the Building that houses the Computer Core. An Executives 
who controls a Building with at least one Computer Core with stored points can 
execute a special Order from this Department. 


As with Legal and Security Departments, the Upkeep on a Computer Core is 
250 Cash per turn, minus 25 Cash for each additional Core in the same Building. 
Also like these other Departments, it costs 2,500 Cash to build the first 
Computer Core in a Building, and 1,500 Cash for each subsequent Core in the 
same Building. 


Executive Orders 


Issuing an Order is simply a matter of finding the Order you wish to execute on 
the appropriate menu and selecting it. Most Orders require that you select a 
Department to carry out that Order, and many require that you target a specific 
Building to receive the results of that Order. 


Corporate Orders 


These Orders tend to control | rsa odes VRS ae picid pemutstons a ae 
the overall makeup and struc- cro = mao Se et 

ture of your Buildings and yur =e i | 
Corporation as a whole. The Corporate Orders Menu. 


Without using these Orders, 

your Buildings and your Corporation will never grow large enough to stay com- 
petitive in the market. In general, these Corporate-level Orders are used to create 
or destroy (Downsize) Departments in your Buildings. Unless otherwise stated, 
to use one of these Orders, select it, then select one of your Buildings or 
Departments to receive the Order. These Orders are: 


Build New Product 


This Order creates a new Product Department in the selected Building. To use 
this Order, you must have an Idea. 
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Build New R&D 
Selecting this Order creates a new R&D Department in the selected Building. 


Build New Marketing 
This places a new Marketing Department in the Building of your choice. 


Build New Admin 
This places a new Admin Department in the Building of your choice. 


Build New [rR 
This places a new HR Department in the Building of your choice. 


Build New Acquisitions 
This places a new Acquisitions Department in the Building of your choice. 


Build New Legal 
This places a new Legal Department in the Building of your choice. 


Build New Security 
This places a new Security Department in the Building of your choice. 


Build New Computer Core 
This places a new Computer Core Department in the Building of your choice. 


Build New Building 


This command allows for the Production of a new Building. Building a new 
Building is incredibly expensive, costing 7,500 Cash. New Buildings can be 
placed anywhere on the board, and will be connected to the closest Building in 
your network. To use this Order, select it, then click on the market square on the 
board you wish the Building to be located in. 
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Downsize Department 

[This command allows you to get rid of one of your Departments in one of your 
Buildings. It is a free action in terms of cost, and will increase your overall stock 
orice by a percentage equal to (1/# of current Departments). You cannot 
Downsize the Admin in your Corporate headquarters. To use this Order, select it, 
hen click on the Department you wish to Downsize. 


lransfer Department 


[his command allows you to move a Department from one Building to another 
of your Buildings. It costs 2,000 Cash.To use this Order, select it, then choose 
he Department you wish to move and then the Building you wish to move that 
Department to. 


R&D Orders 


Che following Orders can be 
ssued by any Executives con- 
rolling at least one R&D 
Department. Any R&D 
Department used in an 
executives Order loses the ability to counter the normal loss in Base Quality 
suffered to that Building’s Products for that turn. 


the R&D Orders Menu 


Create New Idea 


For a cost of 1,000 Cash, an R&D Department can generate a new idea that can 
ye developed into a Product on any subsequent turn. Ideas do not need to be 
urned into new Product Departments immediately, and can be held onto for as 
ong as you wish before converting them into a new Product. 


release Source Code 


When an R&D Department releases source code, it permanently reduces the 
value (in terms of Cash income) of all of the Products in the Building to zero. 
Any future Products added to the same Building will also have no income. In 
short, the Building will never again make any profit from any of the Products it 
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Owns now or will own in the future. However, all Products at that Building have 
their base quality multiplied by 10. 


Naturally, this will dramatically affect the income level of your entire 
Corporation, but the boost in Base Quality is extremely important. Any time to 
competing Buildings have a market share territory that overlap, the Products 
with the highest Base Quality take the square, and the market share. Boosting 
your Product’s Base Quality by releasing the source code will almost certainly 
award you any contested market share squares. So, while it will harm your own 
income, it will also reduce that of any nearby opponents. 


Build QA Lal 

Any R&D Department, for the cost of 500 Cash, can create a QA lab. This is 
permanently attached to the R&D Department, and adds 5 to the quality of all of 
the Products in the Building. R&D Departments with QA labs in Buildings with- 
out Products see this benefit transferred to those Products of Buildings con- 
trolled down the chain of command. This benefit is cumulative, and there is no 
limit to the number of QA labs that can be built on a given R&D Department. 
This can be extremely beneficial in keeping the Base Quality of your Products 
high, especially since the QA Labs continue to add to Base Quality if the R&D 
Department is used or even Downsized. 


Marketing Orders 


my Any Executives controlling at 

| least one Marketing Department 
Pe a ee Can issue most of these Orders. 

The Marketing Orders Menu The third Marketing Or der 
Major Ad Campaign, requires 

that the Executives issuing the Order control, either directly or in their chain of 
command, at least four Marketing Departments. As with R&D Departments, any 
Marketing Department used in an Executives Order loses the ability to modify 
the Base Quality of the Products at that Building. 
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Reposition Building 
Entire Buildings can be repositioned to take advantage of new market share 


areas with this command. Any Building can be moved a single space. This is a 
free action in terms of Cash. 


Corporate [PIR 


For every 500 Cash spent, the Corporation’s stock value can be increased by 
1%. The maximum gain is 10%, for a cost of 5,000 Cash. 


Major Ad Campaign 


This action requires at least four Marketing Departments otherwise unused in 
Executives commands as well as 2,500 Cash. This command effectively doubles 
the Product radius of the Products in the selected Building for one turn. It uses 
all of the otherwise unused Marketing Departments in the Corporation. 


Admin Orders 


An Executives who controls an 
Admin Department can issue Se ee En ee Se 
any of the following Orders. The Admin Orders Menu 
Several of these Orders require 

that you have more than one Executives or an empty Admin Department some- 
where in your network. 
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Move [Executive 


Any Executives can be moved to any empty Admin Department in the 
Corporation with the use of this command. 


Swap Executive 

This Order allows you to swap Executives between two Admin Departments in 
your Corporation. This is useful if you have a particularly good Executives in an 
inferior position and wish to place that person in a Building where he or she will 
have more Departments under his or her control. 
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Executive raining 


This command adds | experience point to the total of the selected Executives for 
each 50 Cash spent. This command costs 500 Cash (for a total of 10 experience 
points). Additional money can be spent to increase the amount of experience 
gained. 


lire Outside [Firm 


There are times when you need additional Legal defense quickly, such as when 
another Corporation starts a Lawsuit against one of your Buildings. Hiring an 
outside firm allows you to quickly boost the amount of Legal defense at your 
disposal, at a rate of 1 Legal point for every 10 Cash spent. 


Restructure Corporation 


This command allows for the movement of a given Building within the structure 
of the Corporation. In effect, it allows you to change the power structure of 
which Buildings are controlling which other Buildings. The only rules regarding 
your restructure of the Corporation is that no Building can directly control more 
than three subsidiaries and no network lines can cross. 


Human Resources Orders 

Human Resources (HR) is how you maintain your relationship with your 
Executives and how you bring 
new ones onboard. With these 
Departments, you can hire and 
fire Executives, and even steal 
them away from enemy 
Corporations. 


The HR Orders Menu 


Find [Prospect 


Before you can hire new Executives, you must find them first. This basic opera- 
tion of a Human Resources Department allows you to do just that. For every 500 
Cash you spend, your HR Department will locate a Prospect who can be hired 
on future turns. 
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lire Prospect 


Any time you have found a Prospect using the Find Prospect command, you can 
hire that person on future turns. This command does just that—brings the new 
Executives into your Corporate structure. To hire a new Executives, you must 
have an empty Admin Department somewhere in the Corporation. The cost for 
hiring an Executives is 100 Cash per level of the Executives. 


Sceal Executive 


Like the “Hire Prospect” command, this requires the use of an empty Admin 
Department. However, since it negates the need for going through the “Find 
Prospect” command, it is more costly. It costs a minimum of 150 Cash for each 
level of the Executives being hired. Effectively, this takes an Executives from an 
enemy Building and places him or her in your power structure. The percentage 
increase in current salary of the Executives is the percentage chance for the steal 
to work. Loyal execs never change Corporations; Greedy execs always do. 


Fire Executive 


When an Executive has outlived his or her usefulness to your Corporation, you 
can fire him or her with this command. This places the Executive back into the 
pool of hirable prospects. 


Acquisitions Orders 


Acquisitions Departments are 
necessary for the rapid expan- 
sion of your Building. These 
Departments can discover sar aae admeteiaears Senin eens 
important information about The Acquisition O 
enemy Corporations and 

Buildings, purchase Start-Ups to add to your growing empire, and make it more 
difficult for other Corporations to latch onto Buildings in your power structure. 


he 
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ders Menu 


Due Diligence 


Before you make a bid to purchase a part of an enemy Corporation, it makes 
sense to determine what exactly that Building has in terms of Departmental 
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structure and income. This command allows you to view the complete makeup 
of the target Building and its Cash value. 


Buy Back Stock 


A low stock price can have detrimental affects on the position of your Building 
in the market. If you wish to dramatically improve your stock price, you can do 
so by buying back your stock from the market. This will raise your stock price, 
but it is a very expensive proposition. It will cost you 100 times your current 
stock price to raise your Corporation’s stock price by 10%. 


Poison [Pill 

A purely defensive move, this will permanently quadruple the Upkeep cost of 
the selected Department in one of your own Buildings. While this can not stop 
an enemy from Acquiring your Building, it will make that enemy regret it. 


Acquire Building 

This command tenders an offer for the selected Building. Start-up Buildings 
(those not under direct control of another Corporation) will cost 100 Cash per 
Department. Those controlled by other Corporations will cost 100 Cash per 
Department times the current stock value of the parent Corporation. Offers of 
double the value of the Building are automatically accepted; offers of less are 
considered in the Corporation Bidding Phase. A purchased Building is attached 
to the nearest Building in your Corporate structure. 


Legal Orders 


Your Corporation needs lawyers to keep itself safe from the Legal pitfalls your 
opponents will almost certainly place in your path. More importantly, lawyers 
can tie up valuable enemy funds by forcing these Buildings to spend tremendous 
amounts of money to defend 
| against your Legal assaults. 
= Legal battles are a major part of 
a ee -ythless.com, and in these bat- 
The Legal Orders Menu tles, striking first often means 
striking fatally. 
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Research Lawsuit 


Before you can sue someone, you need to find something to sue them over. This 
command Orders a Legal Department to begin researching a Lawsuit against a 
specific Building. The Legal Department will continue this research on all sub- 
sequent turns until it is given a different Order, so you don’t need to continually 
command your Legal Departments to research Lawsuits. Every turn of research 
generates 100 Legal points. More than one Legal Department can generate 
research on a single enemy Building. 


You can view the accumulated Research Points on your target by viewing the 
targets in the Legal Layer. 


Sue 


Once 1,000 Legal points have been generated against a specific Building, this 
command will being a Lawsuit against the target. The target Building has one 
turn to create a Legal defense, after which the trial is held. Suits are used to 
determine the ownership of specific market shares on the game board. 


When the case goes to trial, the Legal points of the two sides are compared. The 
plaintiff’s (the party who brought the case to trial) total is equal to the number of 
researched Legal points plus 100 points for each of your tiles being beaten by 
the defendant’s Products times | plus the difference in your market share and the 
defendant’s market share. The defense’s total is equal to the Legal defense they 
have mustered. The defendant’s total is subtracted from the plaintiff’s to deter- 
mine the results of the trial. 


These results are: 


-2001 or more The defense wins and launches a countersuit. All Legal 
points used in the trial are destroyed, and the countersuit is 
launched the next turn, with a Legal point total equal to the 
negative total result of this trial. 


1001-2000 The defense wins. All Legal points used in the trial are 
destroyed. 
- 1000-1000 Stalemate. The Suit continues to the next turn, and each 


side can add Legal points. 


1001-2000 Judgement. The plaintiff wins. All Legal points used in the 
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trial are destroyed, and the defendant must pay the plaintiff 
the resulting point total times three in Cash. 


2001-3000 Injunction. The plaintiff wins as above, plus the defendant 
may no longer sell any Products for four turns. All other 
Departments in the defendant Building work as normal. 


3001 and above Severance. The plaintiff wins as above. Additionally, the 
target Building is determined to be a part of a monopoly 
and is broken away from the parent Building, becoming a 
new start-up. Any subsidiaries of that Building also become 
Start-ups. Executives in these Buildings resign and are 
available in the hiring pool. If a Corporate HQ receives this 
result, all subsidiary Buildings become start-ups, but the 
CEO does not retire. 


Filing a Lawsuit costs 1,000 Cash. 


Legal Defense 


When one of your Buildings is sued, the only possible action to undertake is a 
Legal defense. Unused Legal points stored in the Building can be converted to 
defense at a rate of | defense point for every 2 stored points. This costs in Cash 
one-fourth of the points converted. 


Legal Scrutiny 


This command forces a friendly Building to undergo Legal clearance on every 
action it takes. It incurs a 25% penalty in all actions the Building takes in terms 
of Cash and Legal and Computer points, but makes the Building immune to 
Legal action. This costs 100 Legal points per turn. 


Clear Legal Scrutiny 


This command removes the defense and penalty from a target under Legal 
scrutiny. 


INesearclh Legal Detense 
This command tells the Legal Department to generate a defense against a Suit or 
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possible Suit. These Legal points for defense are generated at a rate of 300 per 
Legal Department per turn. 


The fact that these points are generated more quickly than normal Legal points 
is important. In Legal situations where the trial is held over to subsequent turns, 
the defense, by virtue of the fact that it can generate defensive points more 
quickly then the plaintiff can, will eventually be able to get a favorable ruling in 
the courts. 


Establish Patent 


This command establishes a 
patent in any two target market 
share squares on the board 
already controlled by the player. 
A patent prevents the Products 
of another Building from taking 
over these squares regardless of 
the quality of their Products. 
This costs 100 Legal points. 
With enough patents on market 
tiles that you control, it is possi- ,Re a 
ble to spend less time worrying jeer | es — = 
about your Base Quality inrela- ™  — oni 
tion to the Base Quality of The group of circled tiles have 

enemy Buildings; Quality is established patents on them. 
irrelevant if you have a Patent. 


Patents can be lost in two ways. An enemy may Dispute them; see below. You 
also lose a Patent if your Corporation no longer has a Product in that tile—for 
example, if the Building is Repositioned, or the Product is damaged by enemy 
action. 


Dispute Patent 


This destroys the patent in two squares controlled by an enemy Patent claim. 
This costs 100 Legal points. 
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Patent Ruling 


This command requires at least four unused Legal Departments, and will use all 
of the unused Legal Departments in the Corporation. For a cost of 1,000 Cash, 
this will place a patent on every market share the player currently possesses. In 
situations where you are nervous of the possibility of enemy Corporations taking 
over your market, this can give you some peace of mind. 


Security Orders 


Your Security Departments are where things really start to get fun and interest- 
ing. Security Departments exist mainly to keep your Buildings safe from crimi- 
nal activities. However, their 
real fun use is in the Ordering 
of these criminal activities 
Se against your foes. Criminal 

The Security Orders Menu activities are dangerous for a 
number of reasons. The most 
obvious and serious possibility of conducting illegal activities is the chance of 
getting caught. Any criminal activity, if the perpetrators are found in the act, will 
cause a Scandal that the attacking Building will need to deal with. 


All illegal activities conducted by a friendly security Department have many 
costs. In addition to the cost of Security points and Cash, there is an additional 
per-turn cost on each subsequent turn, representing bribes and Hush Money to 
cover up the illegal activities. If a Building with a security force that has this 
Cash drain is purchased by another Corporation, the buying CEO may Leak the 
Evidence, creating a Scandal for the previous Building owner. 


All offensive Criminal Orders have a element of Chance to them. Their success 
rates are listed as percentages. When the Order is processed, a random number is 
generated. That number is compared to the target success rate and applied to the 
following table: 
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CRIMINAL ACTIVITIES SUCCESS 


Success by 50+ Brilliant Success! The next Crime against 
this target has an additional +50% chance of 
success 

Success Crime succeeds 

Failure« Crime Fails, 

Failure by more than 30 Critical Failure! The criminals are caught, 


and spill their guts to the police. The attack- 
ing Corporation suffers a Scandal. 


Security Force 
This command adds a security force to the target Building. This force increases 


the Building defense against criminal activities by 25%, and costs 500 Cash to 
develop. 


Executive Guards 


Many of the criminal activities in ruthless.com target not a specific Building or 
Department, but a specific Executives. Executive Guards are used to offer addi- 
tional defense to a specific Executives. The presence of Executive Guards will 
increase the protection for that particular Executive by 50%. It costs 500 Cash to 
create Executive Guards. 


Lockdown 


A lockdown is something of a mixed blessing to the Building that undergoes it. 
On the negative side, the intensive security and pressure reduces the output of 
the Building on all fronts by 25%. On the positive side, a Building that is locked 
down is completely immune from criminal activities attempted on it by enemy 
Security Departments. 
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Purge 

Security Departments become expensive over time. Every time a Security 
Department undertakes a criminal activity, the cost of maintaining that 
Department increases because of the Hush Money costs. Normally, this could be 
taken care of simply by Downsizing the Department, but Security Departments 
are a little different in this respect. Any Security Department that is just 
Downsized will take the dirty laundry it has and air it to the closest media outlet 
it can find, creating a Scandal. 


This can be taken care of with the Purge command. A 

# Security Department can completely and totally eliminate 

- any other Security Department in the same Corporation, 

mm i, completely silencing the necessary parties and destroying 
#7) the Department totally. This, however, comes at a high cost. 

Not only does a Purge require 10,000 Cash, the Hush 
Money cost is a whopping 250 Cash per turn. 


Sabotage 


| This command, when used, will completely stop the capac- 

i ity of the target enemy Department for 2 turns. It has a base 
mw) 75% chance to work. There is a 20% penalty if the 
Building in question is not cased first. The base cost of this 
procedure is 1,000 Cash (plus 50 Cash per turn Hush 
Money). For each additional 500 Cash spent, the chance of 
success can be improved by 10%. 


| FPirebomb 


™ Similar to Sabotage, the Firebomb shuts down one enemy 
|| Department for one turn, and has a 50% chance to shut 
Pe) down each of the other Departments in the same Building. 
sy Like Sabotage, this costs 1,000 Cash and 50 Cash per turn 
Hush Money. The base chance of success is 70%, with the 
same penalty as sabotage for not casing the Building first, 
and the same bonus for additional money spent. 
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Case 


This command costs 250 Cash and discovers the Departmental makeup of the 
target enemy Building. Any changes in the Building, such as the addition of a 
new Department, will require that the Building be Cased again. Casing is neces- 
sary for a good chance of success at many of the criminal activities you may 
attempt. 


Thett 


This command has a variety of effects. It costs 500 Cash (plus 50 Cash per turn 
Hush Money) and has a base 75% chance of success, plus 5% for each addi- 
tional 500 Cash spent. If used against a Legal Department, it steals all Legal 
Points against a random target. If used against R&D, it steals an Idea. Against an 
enemy security Department, this steals half of all the evidence so far generated 
against other Buildings. Against a Computer Core, it steals Passwords and half 
of the Computer Points. Otherwise, this command steals half of the Cash flow of 
the target Building. 


Blackmail 


This allows you to influence enemy Executives. This command prevents this 
Executive from issuing Orders to attack any of your Buildings. There is a base 
60% chance of success, modified by an additional +10% for each flaw possessed 
by the Executive and a -50% if no flaw is known. The 50 Cash per turn Hush 
Money is paid by the Executive being Blackmailed. 


Infiltrate Executive Guard 

This command places one of your security agents into the Executive Guard of an 
enemy Executive. Success negates the enemy Executive Guard bonus against 
Kidnapping and Assassination, and adds 50% to your chance of success for these 
activities. The base chance is 60%, plus 20% for each additional Executive 
Guard you possess. It costs 1,000 Cash for this command, plus 50 Cash per turn 
in Hush Money. 


Bribe executive 
Effectively, this does the same as Blackmail, co-opting the enemy Executives 
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and preventing their committing aggressive actions against 
your Buildings. It costs 500 Cash, plus 100 Cash per turn to 
continue the bribe. The base chance of success is 75%, plus 
10% for each additional 500 Cash spent on the original 
bribe. When bribing Greedy Executives, the chance for suc- 
cess is doubled. The extra cost incurred with a bribe is bal- 
anced by the fact that the Executive is so happy with the 
money that he or she won’t create a Scandal. 


Infiltrate Building 


This command keeps the target Building cased permanently. 
It costs 500 Cash plus 25 Cash per turn. The base chance of 
success 1s 60%, plus 10% for each additional 100 Cash 
spent. 


/\ssassinate [Executive 


When successful, this command kills the target Executive. It 
costs 5,000 Cash, plus 200 Cash per turn in Hush Money. 
The chance of success is 70%, plus 10% for each additional 
1,000 Cash spent. 


If a CEO is slain, the most experienced subordinate 
Executive will move into the HQ and take over the 
Corporation. If there are no other Executives, a new CEO 
will be randomly assigned to the Corporation; the new CEO will be one level 
less experienced than their unfortunate predecessor. 


If a CEO is replaced at all, there will be a period of inactivity during the read- 
justment. The new CEO may not issue Orders for one Turn. 


Kidnap executive 


For a cost of 6,000 Cash (and 300 per turn in Hush Money), a target Executive 
can be Kidnapped. This Executive is effectively out of the loop until he or she 
returns. Each turn, there is a 25% chance of the Executive returning; this chance 
rises 10% per Turn. Should this happen, there is a 50% chance for the Executive 
to be dead, 25% chance for the Executives being ransomed and returning nor- 
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mally, 15% chance for being ransomed and then quitting the Corporation, and a 
10% chance for being ransomed and co-opted (as per Bribery). The Executive 
cannot be replaced until the Kidnapping situation ends, and thus no Orders can 
be given. There is a base 65% chance of success, plus 10% for each additional 
500 Cash spent. 


Frame [Executive 


This command frames an Executive for a Flaw (which may or may not exist) 
and leaks the information for an immediate Scandal. If the Executive actually 
has that flaw, the Scandal damage is doubled. It costs 2,000 Cash, plus 50 per 
turn in Hush Money. The chance of success is 70%, plus 10% if the Executive is 
Debauched and plus 30% if the Executives is Felonious. 


Investigate [Executive 


This discovers whether or not the target Executives has a flaw that can be 
exploited. Co-opting is included in these flaws. It costs 500 Cash and has a 75% 
chance of success. 


Leak [Evidence 


This command releases all of the Evidence a Corporation has on an enemy 
Corporation. Leaking Evidence causes an immediate Scandal. 


Computer Orders 


Since you are running a com- 
puter Building, it only makes 
sense to have walls and walls of 
computers at your beck and 
call, and the proper people to 
run those computers. No one is 
better than a good hacker at keeping like-minded people from damaging the 
integrity of your computers. Also, no one is better at creating incredible havoc 
on enemy computer systems than these same hackers. 


Mit | 1 Order 
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The Computer Orders Menu 
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Firewall 


For a cost of 100 Computer points, you can create either a 100 point Firewall 
around the selected Building or add 100 points of defense to a current Firewall. 
There are additional options as well. For an additional 200 Computer points, you 
can create a Virus Shield, which protects the Building against all Viruses. For 
150 additional Computer points, you can create a Damage Shield, which causes 
damage to the attacking Computer Core for one turn for every 100 points that 
the attack fails by. For a cost of a mere 10 Computer points, you can create a 
False Firewall that looks like the real thing to your enemies, but offers no pro- 
tection. It’s a good idea to put up Firewalls around Buildings you think might be 
the target of computer aggression from enemies. 


Network [Firewall 


If you have four or more Computer Cores that are not being used in other 
Executive Orders, you can create a network-wide Firewall. This adds 100 points 
of Firewall protection to all of your Buildings for a cost of 400 Computer points. 
This action utilizes all unused Computer Cores in the Corporation. While costly 
in terms of using your Computer Cores, if you have more than four Buildings, it 
is much more efficient than the normal method of creating Firewalls. 


Change [Passwores 


Spending 100 Computer points using this command allows you to change all of 
the Passwords in your Corporation. Enemies can steal your Passwords through 
Data Runs or Thefts on your Computer Cores; this allows the enemy to bypass 
your Firewalls automatically. Once you issue this Order, however, any 
Passwords stolen by enemy Corporations will no longer be valid. If you think 
your Passwords may have been stolen, this is an excellent command. 


Secure [Passwords 


Secure passwords are the Computer Core equivalent of a Lockdown or Legal 
Scrutiny. The additional time needed by employees to use secure passwords 
raises the Upkeep of the entire Building by 25%, but the Building is immune to 
attacks from enemy Computer Cores. This Order costs 100 Computer points. 
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Virus Sweep 


Viruses can be deadly to your Corporation. Periodic Virus Sweeps will com- 
pletely destroy any Virus in the selected Building. This Order costs 200 
Computer points. You can Sweep any Building for Viruses; you may wish to use 
Deals to hire out your Sweeping services. 


SCEOpe 

Effectively, the scope command is the computer equivalent 
of Case an enemy Building. Using this command will detail 
the Departmental structure of the target enemy Building. 
This command must be used before hacking and Data Runs 
can be performed on the Building in question. 


Data Run 


A Data Run is a hacking attack used to gain information. 
This command is used against a specific Department of an 
enemy Building. When conducting a Data Run, you have 
the choice of the number of Computer points to spend. If 
your Computer points, plus the modifiers, exceed the 
Firewall protection of the enemy Building, the Data Run is 
successful, and the data is stolen. 


A successful Data Run has a variety of possible outcomes 
depending on the target Department. A successful run on an 
enemy Product will have a chance of generating a new idea 
equal to one-fifth of the total of the Computer points used 
minus the Firewall defense of the target Building. A suc- 
cessful run on an R&D Department copies an idea for every 
100 Computer points used in the attack in excess of the 
Firewall defense. A successful run on an Admin will have a percent change of 
one half of the total of the Computer points used minus the Firewall protection 
of revealing an Executives flaw. A run on an HR presents you with one Prospect 
for every 100 Computer points used in the attack in excess of the Firewall pro- 
tection. On a Legal Department, a Data Run copies a percentage of random 
research equal to one-fourth of the total of the Computer points used minus 
Firewall protection. Against a Security Department, the Data Run collects 1 
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piece of random evidence for creating Scandals for every 100 Computer points 
in excess of the Firewall protection. Finally, a Data Run against an enemy 
Computer Core copies enemy Computer points equal to one-fourth of the total 
of the Computer points used minus the Firewall protection. Additionally, Data 
Runs against Computer Cores have a chance equal to one-fifth of the Computer 
points used minus Firewall protection of snagging the enemy passwords, negat- 
ing all Firewall protection for that Building until the passwords are changed. 


Data Roms 


This is another form of hacking run, with more specific aims than a Data 

Run. Computer points are spent in the same way as a Data Run. When success- 
ful, a data bomb shuts down the target Department for two turns, just like a 
criminal Sabotage. 


Insert Virus 

The creation and insertion of a Virus into an enemy Building has several differ- 
ent effects. A simple Virus has a percent chance of one-half the total of the 
Computer points spent minus Firewall protection to shut down the Department 
until a Virus scan is done. 


A complex Virus has half the chance of a simple Virus to work, but when it does 
become active, it shuts down all of the Departments in the target Building. 


The most devastating and complex Virus is the replicating Virus. When created, 
this Virus two and a half times less likely to down the target Department than a 
simple Virus. However, when it does work and the Department is completely 
shut down, the Virus will strike a random Department in the same Building. 
When the entire Building has been shut down, the Virus will next strike a 
Department in another Building in the same network. Should the entire network 
be affected, another Building elsewhere in the game will be attacked by the 
Virus. Until a Virus Sweep is conducted, this Virus will continue to replicate 
itself across the Corporations. 


Lockout 


This command must be used against an enemy Computer Core. When success- 
ful, this completely locks out the enemy hackers from using their own comput- 
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ers. The only defense is for another friendly Computer Core to issue the 
Change Passwords Order, which will allow the other CC to access their 
own computer again. 


Destroy Firewall 


This Order has a percent change of one-third of the total of the Computer points 
used in the attack minus the Firewall defense of completely destroying the 
Firewall around a target Building. This is incredibly useful when additional 
actions from your Computer Core are planned against the target Building. 


Calamities 


The Corporations in ruthless.com are nasty, terrible entities. They use the most 
vile tactics against one another, with the only repercussions being what the sur- 
vivors can manage against their aggressors. Right? 


Wrong. The Corporations do not exist in a vacuum. If a single Corporation 
spends too much time and Cash on a particular method of attack, things may 
begin to go wrong in that Corporation. If too many of the Corporations follow 
a single dark path, the industry itself may come under attack by powerful 
outside forces. 


Legal: Lawyer Bloat 


One of the problems with having too many Legal Departments and too many 
Lawsuits is Lawyer Bloat. Any Corporation may safely spend up to 25% of its 
budget on Legal Departments and activities. For every turn that this level is 
exceeded, there is a 1% chance for every percentage above 25, plus 10% per 
Lawsuit, plus 10% per Building under Scrutiny, of contracting Lawyer Bloat. 


This creates a number of effects. First, it is no longer possible to Downsize 
Legal Departments in the Corporation. Every turn, the Upkeep of all Legal 
Departments increases by 10%. Additionally, random Buildings in the 
Corporation have a percentage chance (the same for contracting bloat) of com- 
ing under Legal scrutiny by a Legal Department in the Building. 


The only way to get rid of lawyer bloat is to get rid of all Legal Departments. 
Since they can no longer be Downsized, the Buildings in question must be sold 
or destroyed. The acquiring Corporations do not contract Lawyer Bloat. 
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Legal: the Justice Department 


If more than half of the Corporations in the game contract Lawyer Bloat, and/or 
the number of current Lawsuits is equal to the number of active Corporations, 
there is a 50% chance per turn that the Justice Department will step in. 


Each turn the Justice Department generates Legal points against each 
Corporation equal to 500 times the market share of that Corporation. Any turn in 
which the Justice Department has more than 1,000 Legal points against any 
Corporation, it launches a Lawsuit against a random Building owned by a ran- 
dom Corporate structure. (It’s not all that efficient.) The Justice Department is 
unaffected by Legal Scrutiny. 


The Justice Department does not collect money from favor- 
able Judgments it wins. However, Injunctions and 
Severance of the Buildings do apply to these Suits. The 
Justice Department may be dismissed if it receives more 
than 5,000 Legal points worth of countersuit results on the 
same turn. However, should Lawyer Bloat or excessive 
Lawsuits develop again, it can be reattracted to the industry. 


Criminal: Scandals 


Scandals can be created in a small number of ways, but the 
cause is always the illegal activities of a Corporation being 
aired to the public. Scandals may be created by: a 
Corporation Downsizing a Security Department with Hush 
Money payments; a Corporation attempting a Criminal 
activity and failing badly; or a rival Corporation acquiring 
Evidence of previous crimes through theft or Acquisition, 
and Leaking that Evidence. 


When a Corporation is hit by a Scandal, the major effect is 
a drop in the stock market value. The percentage drop is 
equal to the amount of Hush Money paid per turn divided 
by 1000. For example, a Corporation caught trying to assas- 
sinate an enemy Executives will suffer a 200/1000, or 20% 
drop in stock price. 
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Should this value be 100% or more, every Executives in the Corporation has a 
20% chance of being found guilty (+10% if connected, +25% if shady). Guilty 
Executives are removed from the game for 8-12 turns before being returned to 
the prospect pool. 


Criminal: Blackmail 


Every turn a Corporation’s Hush Money exceeds 1,000 Cash, there is a chance 
that the Corporation’s own Security Departments will begin Blackmailing it. 
This is equal to 10% for each 100 Cash in excess of 1,000 per turn. 


Once the Blackmail has started, the cost of security Department Hush Money 
escalates. The Upkeep and Hush Money payments rise by 10% each turn. The 
only way to handle this problem is to purge all Security Departments but one, 
then Downsize the final one. 


Criminal: Mafia 


For every turn in which total Hush Money payments in the game are greater than 
2,000 Cash times the number of active Corporations, there is a 25% chance that 
the Mafia will arrive (+10% for each Connected Executive in the game). 


When the Mafia is active, all Criminal Activities are double the normal cost. 
Hush Money additionally rises 10% per turn, which will undoubtedly eventually 
invoke Blackmail by the Security Departments. Additionally, each Turn the 
Mafia will make a theft attempt on a random Building, always going for Cash. 


The only way to get rid of the Mafia is for all of the active Corporations in the 
game to reduce their Hush Money payments down to zero for four turns—a dif- 
ficult proposition, to say the least. 


Computer: Boredom 


Computer hackers are not noted for sitting on their hands. If you do not issue 
hacking Orders to a computer core, there is a 10% chance for every 100 com- 
puter points in excess of 500 stored within the entire Corporation that the hack- 
ers will do something on their own. Should this occur, one of your computer 
cores will execute a hacking run (data bomb, insert Virus, lockout, or destroy 
Firewall) against a random Building whose information is known. Your own 
Buildings, of course, are known. Be careful. 
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Computer: Hacker Nation 


Hackers, unfortunately, beget more hackers. On every turn in which 250 times 
the number of active Corporations in computer points are spent, there is a 
chance of Rampant Piracy. The chance of Rampant Piracy developing is equal to 
1% for each 100 Computer Points spent in excess of the target number plus 10% 
for each Corporation with bored hackers, plus another 5% for every Computer 
Core Downsized or destroyed during the game. 


In the case of Rampant Piracy, the profitability of the mar- 
ket is in danger. Every turn, a random Product from a ran- 
dom Building is destroyed. If there are no more Products, 

m@._ random hacking of a random Building will occur. 


The only way to get rid of rampant piracy is to destroy 
every Computer Core currently operating in the game. 
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Red Storm Entertainment 
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Paul D’ Agostino—Systems Adminstrator 
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Music Score and Sound Design by Sound Werx Entertainment Group 
Music Composed, Performed and Produced by: David Frederick 
Sound Design Engineer: Mark Showers 


Manual Text by Steve Honeywell and Kevin Perry 
Manual Design and Layout by LJ Graphics 


Extra Special Thanks 
Carl and Dolores Giordana 

Nicci Giordana 

Darlene, Ian and Benjamin Oglesby 
Katy O’Brien 

Liz and Calvin Perry 

Jenny and Madeleine Williams 

Our kick ass Marketing Team! 

Trey Parker and Matt Stone 

Dave McKean 

Stay, Put and Trey 


Dedicated to 
Calvin Frederick Perry 
(born 8/16/98) 


Red Storm Entertainment’s Tip Line 
All the hints, tricks, and cheats! 
Under 18, please have your 
parents’ permission. 
Touchtone phones only. 
1-900-288-2583 (CLUE). 
$.95/min 


2000 Aerial Center 
Suite 110 
Morrisville, NC 27560 
www.redstorm.com 


